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SCREEN ITEMS 

J.D.’s Health Bar 


Pumpkin Counter 


Lives Counter 


Nitro Box Counter 


KNARF Tokens 

Collect 100 Pumpkins to receive an extra life and reset the Pumpkin Counter to zero. 


^ fifty Golden Pumpkins restore J.D.’s health. 

fA Devil Tails award an additional Life. The game continues as long as Jersey Devil has at least 
lyf one Life. • . v 


Break open all the glowing Nitro Boxes to get Jersey Devil the Nitro Bottle he needs to blow up 
a ^ oss *- eve ^- W® Nitro Box Counter counts down to zero as J.D destroys the boxes, keeping 
l~_J track of the number of boxes remaining in the mission. Some Nitro Boxes contain goodies. 


1 ] / Blow up a Boss Level with a Nitro Bottle to increase jersey Devil's Nitro Power. With enough 
\* / Nitro Power, J.D can enter secret levels hidden throughout the game. 

SFI Collect KNARF Tokens to get the Golden K that opens locked doors marked with a golden K. 

~-_ L The purple bar, in the top center of the screen, represents J.D.s health. A red bar sometimes 
j appears below it. In Boss Levels, the red bar represents the Boss's health. In dark levels, 

■—' it shows how much firefly light remains. 


DOWNTOWN HUB 

The Downtown hub is the entry point to all parts of town. Jersey Devil 
starts the game by following (and collecting) the KNARF Tokens to the 
entrance of the first level, the Museum. 

When Jersey Devil successfully completes a mission, he returns 
to Downtown, and: 

• You see your progress report on the Status Screen. 

• You can choose to save your progress to a Memory card. 

• J.D. looks for the next mission entrance. 

GIANT K-TOKENS 

At the beginning of the game, only the Museum entrance will open. Other parts of town 
become accessible as Jersey Devil completes levels. When Jersey Devil completes a level 
at least once, that area is marked with a giant, colored K-Token: 

Red K-Token Jersey Devil completed the level, but it still contains hostages 
and Nitro Boxes. 

Purple K-Token J.D. freed all the hostages, but you still need to find all the Nitro Boxes. 

Aqua K-Token J.D. found all the Nitro Boxes, but some of the hostages are still trapped. 

Gold K-Token J.D. completed the level, found all the hostages and destroyed all the 
Nitro Boxes. 

After getting Red, Purple or Aqua K-Tokens, Jersey Devil can return to the area and try to collect whatever 
he hasn’t found yet. However, J.D. can finish the game with any of the colored key tokens. 
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GUIDE TO JERSEY CITY 


DOWNTOWN 

Follow the KNARF Tokens to the gates of 1 
mission. Each time you return to Downtoi 
into the next level. You can also return be 
still linger or hostages languish. 


will have to 


Defeating a Boss and blowing the p 
to break open all the Nitro Boxes le 
After defeating the Boss, J.D. can dr 
level and eventually allow him to ei 












































GREENPARK 






























GUIDE T 


CHEMICAL WASTELAND 

ENTRY 

If you tire easily, your chances are good. Play in the discarded junk but don’t 
swim in the green sludge. Somewhere a giant onion is making an old lady cry. 


f TOXIC FACTORY 

' If you hated eggplant as a kid, wait 'til you see it all grown up! Everything here 
is polluted or on fire. Hot-foot it out of this poisonous dump. Make friends with 
the turtles. Anything that can survive in this muck deserves some respect. 

A killer spray can wants to do your hair. 


SLUDGE SLIDES 

Hop the fence, but don’t get zapped. This place is a radioactive waterslide. 
Trigger the doors fast or smash into them at about 90 mph. Think quick or 
you're a tattoo. Slug it out with a sludge-slinging monster in a toxic showdown. 



GUIDE TO JERSEY CITY CONT 


SEWER PORT 


of town, like "down the 


Find a tricky box on a ship by 1 
inside could drive you bananas. 


MONKEY’S TRAIL - _ 

Look for the shortcut to the dock. Do a good deed for a loc< 
experience will be uplifting. Strong-arm the octopus and wir 











THROUGH THE TREES 
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KNARF’S FOREST 

ENTRY 

The only way to the forest is 


-I Enter a forest where killer bunnies flock and belligerent bees buzz-bomb. 
f| j Swing through vines and get favors from spitting flowers. Meet one ornery 
' / carrot even the rabbits won’t mess with. 


KNARF’S LAIR 

Werewolves guard the madman's stronghold. If you made it this far, you've 
chopped up hundreds of Knarf's vegetable creations. In the final battle, 
Jersey City and normal vegetables everywhere are rooting for you. 


KNARF’S MEAN MINIONS 
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